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(® PROLOGUE | SIEGE MACHINERIES 


The siege has gone on for some time 
now and the Temenan army 15 prepar 
ing for the final attack Geralt reaches 
the castle walls using a huge siege tower 
Its sketches are found on the illustrations 
nearby The wooden roof protects the crew 
pushing the construct toward the fortress, 
and a system of levers worthy of Leonardo 
da Vinci allows the soldiers on upper floors 
to propel it We wanted to create а believ 
able way of putting a machine this huge 
ın motion Our technical solutions such as 
capstans mside the tower were inspired 
among other things by the attempts to 
reconstruct the appearance of the gigantic 
74 ^ siege tower used m the Siege of Rhodes 

ın 305 BCE 
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The battering ram s head 15 shod ın 
iron and takes the form of a boar s head 
The device propelled by the strength of 
human arms is mounted atop the siege 
tower and 1s designed to crush battlements 
and ¢reate a breach making the agsault 
easier 


The concept sketches below show various 
versions of the battering ram s head 
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Castle La Valette ıs an umpressive defensive structure Because ofits location near 
the White Bridge an important crossing on the Pontar the fortress 18 of great strategic 
importance Its mam partis located on an island ın the river s muddle but the fortified 
bridgehead on the southern bank has recently begun to be expanded Foltest was not 
shy of exploring the parts under construction as the castle s weakest ink 
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These are the sketches of parts of the fortifica- 
tions Part of the defenses 1s under construction 
but the roofed battlements and barbicans defending 
the bridges and inner courtyards are points of strong 
tesistance delaying the attackers advance 
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The incomplete tower 
will become the scene 
of a fierce battle once 
the witcher reaches 
the top by climbing 
the wooden scaffold 
ing The drawings show 
vanous stages of creat 
ing this fragment of the 
structure You can see 
sketches of other parts 
of the fortifications on 
the next page among 
them the wooden hoard 
ing» roofed galleries that 
protect the defenders 
from enemy fire 
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($) PROLOGUE | THE TEMPLE 


The stained glass 
and painting aes 
thetics are based on 
Gothic art though the 
figures present there 
likely represent beings 
from the local folklore 
We didnthave any 
specific cult from 
Sapkowshi s novels in 
mund Due to the cir 
cumstances in which 
Geralt finds himself in 
the temple he doesnt 
have a chance to learn 
the history of the local 
cult Thisenhances 

i A the place s mystery 
۵ "n 2 ў Y | | immensely 
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($) PROLOGUE | THE HERMITAGE 


An ısolated tower connected with 
the castle proper with [put a long bridge 
houses the hermitage of House La Valette 
There 15 a library within its walls but first and 
foremost it 1s a place of contemplation and 
prayer a tefuge for those who want to escape 
the fortress noise It 18 here that the prologue 
will find its culmination — and the games 
main story will begin 11) earnest 


® ACT I | FLOTSAM AND LOBINDEN 


Flotsam, the setting of the game s first 
act 18 a trading post on the border of 
three kingdoms - Temena, Kaedwen and 
Aedirn The walled harbor is а safe haven 
for punts and cogs transporting goods on 
this section ofthe Pontar Flotsam 15 an 
importanttrading center Rivertransport 
flourished ever since guerilla Scola tael 
uruts became a threat for travelers and 
merchant caravans 

The illustration to the nghtis an 
attempt on channeling the place s atmos 
phere Designing the location we wanted 
to capture the feel of horderlands Flotsam 
18 far away from ervilization, and provides 
only a semblance of t Stone houses 
contrast with the muddy square and 
less impressive structures Guards man 
the towers day and night watching for 
anything that could endanger the trading 
postsinhabitants The local inn and 
brothel offer rooms and entertamment for 
locals and visitors alike 
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@ ACTI | THE INN 


When designing the inn we wanted to 
make it look as comfortable and homely 
aspossible The architecture and interior 
design — carved wooden ceiling beams 
colorful walls and benches standing by 
them — are based on historical reconstruc 
tions of such buildings The roorn filled 
with furniture gives off the impression 
that the building 15 really lived in We also 
couldnt omit such details as mushrooms 
herbs and sausages drying under the 
ceiling 


The black and white sketch above 
shows the design of the working part of 
the inn We wanted 1 to be functional 
yet save as much space as possible 
This arrangement of items makes ıt easy 
for the innkeeper to access anything 
he needs 


When designing buildings we always 
had a logical interior layout ın mind 
The slaughterhouse was designed both 
inthe form of an intenor sketch and n 
the form of concept art that 1s visible to 
the nght Both elements were the basis 
for further work on its design. 
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Commander Loredo s mansión was 
supposed to be the most impressive 
building in Flotsam The drawings show 
successive stages of its development 
The structure 1s definitely defensive asit 
was supposed to be the trading posts final 
stand ın the case of an attack The narrow 
stairs allow for easier defense of the upper 
floor door while the gallenes and the 
balcony are converuent vantage points for 
both shooting and observation 

The main platform atop the keep 18 
а wide room with a high ceiling Loredo s 
quartets can be found here His men 
occupy the lower floor The illustration to 
the side shows a draft of the commanders 
chamber 


The mansion s basement contains the 
chambers of Loredo s mother This insane 
woman continuously intoxicated with 
the drug she distillates lives in a world 
of the fears and nıghtmares from her 
past She worships a perverse version of 
the deity Valopatis — the statue seen here 
15 a grotesque alteration of those found in 
the surrounding woods 
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Since river transportation 15 so ımpor 
tant to Flotsam s existence, the design 
ofthe port and its structure was very 
important Even if some of the buildings 
wouldnt be available m game we wanted 
the locationto be designed as realistically 
as possible Therefore when working on 
the wharf and harbor ofthe trading post 
we came up with the idea to make a model 
ofa wooden стапе It was inspired by an 
analogical structure found in Gdansk 
The graphic artists began working on this 
part of the location by makmg a sketch 
showing the crane and its internal con, 
struction Similar cranes were used m 
the Middle Ages to load and unload goods 
and during refitting boats and ships 
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Having the story take place near a пузт 
meant wehad to design floating vessels 
That show Vernon Roche s sailing ship and 
the prison barge moored at the Flotsam 
harbor came to be 

The barge 15 a floating prison for 
captured Sco tael Its larger and more 
massive than the Blue Stripes vessel and 
its hold contains cells where prisoners are 
kept — notm a comfortable condition at all 
Its design was to stress the ill fame that the 
boat has so we wanted to polish any details 
that could strengthen the effect as best as 
we could The black sail with a faded Шу 
iron cages for the prisoners and a dance 
macabre painted onthe sides paint 
a bleak painting of Temenan justice 


The drawing to the left depicts the 
model that was the basis for the design of 
Vernon Roche s ship The Special Forces 
have a small maneuverable river vessel 
— an equivalent of a modern patrol boat 
Unlike the square ngged prison barge. 
thus ship has lateen sails. allowing it to sail 
agamst the wind more easily Its smaller 
draft allows it to safely traverse the Pontars 
shallows A distinctive blue white striped 
sail with the Temenan crest was added to 
the vessel s final in-game design 
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The forest hides many mysteries 
The ongm of the stone statues dottmg 
the landscape here and there 1s one of 
them Adding themto the surroundings 
magrufies the wood sunsettling atmos 
phere Time had its effect on those sculp 
tures covered inmoss and they seemto 
be watching those passing by Travelers 
sometimes use them as landmarks but 
their original meaning and function were 
completely different For the altar ofa local 
deity Vaiopatis, is hidden in the forest 
wilderness He 1s the protector of life and 
fertility but also the harbinger of death 
Not many know of his existence and even 
fewer worship him brirung humble offer 
ings here The statues are also tied to this 
ancient religion of the first inhabitants of 
these lands 

The sketches below show one of 
the earlier compositions of shapes and 
forms of the stone statues They re based 
onthe existing remains of pagan cultures 
= among them the so called Zbruch Idol" 
a stone statue of Svantevid dated between 
9th and 10th century CE Valopatis himself 
was inspired by an authentic Prussian 
Lithuanian deity worshipped ın early 
Middle Ages His attributes includ 
mnga barrel and a fish are visible on 
the statues 


The sketches show various projects of 
arranging the locations rooms 

Below is an ınıtıal drawing of the rums 
visible from the forest Note that though. 
its somewhat conventional the illustra 
tion excellently shows the locations 
atmosphere It was a good basis for our 
work on detailing the place 
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ACTI HENSELT'S CAMP 


The location of the game ssecond act greatly depends on 
the players choices m the first act Depending onthese Geralt 
may end up m lang Henselt s military camp or m the dwarven. 
town of Vergen Though one will be able to visit the other loca 
tion during this act the mam part of the story will play out in one 
ofthe aforementioned locations depending on your choices 

The Kaedweni camp 15 tied to Vernon Roche s story Following 
rum Geralt will end up inthe middle of war preparations at the 
Kaedweni Aedirman border The illustrations shown here depict 
various stages of designing this location — from initial concept 
sketches through more detailed drawings showing the camps 
atmosphere tothe final effect 

As we were working on this part of the game we wanted to 
emphasize the realism of the fortification and soldiers quarters 
as well as details like the soldiers armament or their living condi 
tions The camp was supposed to be muddy and dirty as befits 
a large gathering of people The efiect 15 magnified by the less 
than pleasant weather The low clouds and soggy ground 
suggest that frequent ram pesters the inhabitants 
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The chances of mistaking the tents of Kaedweru nobility with 
those of rank and file soldiers are sum High and spacious they 
allow the knights uvmg there to enjoy their comforts The grandest 
tent belongs to the king himself The illustration depicts an exten: 
sive interior a wide, four poster bed and a table with high chaus 
sporting ornate headrests The floor 1s covered ın carpets and 
animal skins The term royal splendor 1s quite appropriate here 

Thus black and white sketch depicts the intenor of Vernon 
Roche stent The atmosphere shows the stark contrast between. 
it and other officers tents m Henselt s camp Here comforts are 
teduced to a bare minimum The weapon racks and maps on 
the walls make it more of an armory or bnefmg room 


The tent of the prostitutes follow 
ing the Kaedweni army 15 also distinct 
from the others but m a different way 
The mobile whorehouse 1s predominantly 
carmine and frills with drapenes and 
lanterns stressing its role 

The interior 15 also different from that 
of other quarters A simple soldier enter 
ing it is under the impression of entering 
another world leaving the dirty and grey 
reality of the military camp behind 
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Choosing lorveth as an ally wll lead Geral to Vergen — 
a town that grew near a dwarven mine Located among rocky 
gules hewn directly in their walls itis an amazing example 
of this race s architectural thought The concept sketch below 
displays the town s early design Some elements such as 
the huge stone atlas supporting parts of an old structure, were 
not brought into the game word but the drawing still presents 
the atmosphere that the location designers wanted to achieve 

Comparing the proportions with the tiny figure on the 
illustration shows you the scale of the buildings In ts heyday 
the place was vibrant with life but time took its toll on the set 
tlement and only recent events made the name of Vergen 
widely recogruzable agam. 


ACTI VERGEN 


The main gate 15 an important part of the town s fortifications 
Like nearly all buildmgs in Vergen ıt was built from sold stone 
blocks Though the settlement was not founded as a military 
outpost 1ts inhabitants didn t neglect safety measures Even if 
the gate fell prospective invaders would have to cross a long 
stretch of street attacked by the defenders fire from above 
The stone alley could tum mto a deadly trap once the boiling oil 
from huge cauldrons 1$ loosed upon the invaders The sketches 
below depict the design of these mecharusms 
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The illustration depicts a Vergen interior — a type of an ante- 
chamber connecting several corridors. The chamber has a high 
ceiling and is well lit due to the wide windows. Though it's not 
a representational building, the tall walls are richly ornamented 
- the floor, frames and even stone ledges of the supporting struc- 
ture are adorned with distinctive wicker-work. We assumed that 
dwarves build things be huge in scope, but they still don't neglect 
aesthetic qualities. Their style is heavily geometric, as seen in 
both architecture and ornamentation, and presented on the illus- 
trations in this chapter. 


ACTI VERGEN 


Most buildings ın town were cut in the valley's rocky face 
Only the finished buildmg fronts and massive supportive 
columns suggest that the stone walls may hide spacious. com. 
fortable chambers 

Dwarves have always had a knack for techmeal solutions 
That s why our graphic artists made sure that the wooden crane 
they designed was actually operational The system of gears and 
capstans reduces the strength required to lft necessary weights 
You can see the completed sketch onthe neighboring page Its 
worth noting that the dwarves carefully decorate even everyday 
tems Eventhe heads of spindles and rivets are meticulously 
engraved The color illustration depicts the structures in game 
appeatance 
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The area of Vergen 15 an empty mountainous tegion, 
where its easier to find an aggressive troll than fnendly travel 
ers The labyrinth of rocky gullies 1s not the safest place to stroll 
alone To further diversify the landscape and stress the atmos 
phere of this secluded place we decided to add an abandoned 
dwarven quarry there The illustrations depict the initial design. 
ofthis location Initially a ruined stone storehouse housing 
mining equipment was to stand at the edge of the excavation 
The unused building eroded i time. and the departing workers 
could not be bothered to take all tools with them The area rece 
ntly became the hunting ground for the harpies that nest in 
a cave at the excavations bottom 
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Theresa stretch of no man sland between Vergen and Henselts camp Designing 
it we were wondering how would the area battled over for years by the armies of two 
neighboring kingdoms look like The rums of an old Aedirman guard tower were the 
result The crumbling tower 15 proof that these lands knew no peace for a long time 
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The rernains of a burnt village near the road to Vergen are 
another proof The burnt out ruins of wooden huts show the fate 
that likely befell many other smaller settlernents in these lands 
The stone foundations and a still standing chimney are almost all 
that is left of this farmyard Thus inconspicuous location helped 
us to build the atrnosphere of ravaged borderlands 
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The curse 1з one of mam themes 
ofthe games second act. and one of 
the mam quests that our hero will have 
tocomplete To the nght we can see 
a drawing that was an important inspira 
tion to the creators of this part of the 
story The old battlefield 15 covered by 
a magical must The world ons other 
ade ısa land nght from the nightmare of 
a veteran of the last battle fought їп these 
lands Hosts of spectral soldiers clash in. 
an eternal battle here while wraiths born 
of evil will and suffermg hunt the living 
who wandered mto their domain 


We wanted the place to haye a strong eftect on gamers 
= our aim was to show a reality where war reigns supreme 
consuming ever new yıctıms The ruler of this world 1s 
the Draug a wraith bom of blood and violence It rules 
from the height of ts throne built from the remnants of 
equipment and siege engines It will be Geralt s mam oppo 


nent inthe game s second act 


- Here — the witcher glanced at the sorcerer — а battle scene 
would be in order Just scant few years after Monck’s successful 
expedition, the troops of marshal Raupermeck of Tretogor 
slaughtered Loc Munne and Est Haerntet, killing all elves, 
without regard to age or gender Begimrngthe war which 
ended with the Shaerrawedd massacre 


Andrz Sapkowski, Tune of дат 
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The Nilfgaardian camp was set 
up in one of Loc Мишле s districts 
The Emperors emissaries were Officially 
invited here by king Henselt of Raedwen 
totake part in the historic event that the 
restoration of the Council and Conclave 
ofSorcerers will be When making the 
concept sketch, our artists tried to keepin 
mund the actual ways of adapting a square 
ina ruined cty for the purpose of a tem. 
porary encampment 

The solders tents are set up ma tight 
order near the walls of ancient mansions 
Inthe distance the roof ofthe officers 
pavilion, which 1s stretched between two 
walls of rumed buildings can be seen 
Banners with the mage ofthe sun — 
Nilfgaard s coat of arms - leave no doubts 
as to whose camp it Is 
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The delegation of the Kingdom. 
of Redanıa also made camp n one 
ofthe city's districts Standards with 
the Redanıan eagle proudly fly over 
this section of Loc Muinne Young king 
Radovid has very specific plans regarding 
has stay atthe coming summit Knıghts of 
the Order of the Flaming Rose came with 
hum to the debate They re a force to be 
reckoned with 

Its worth noting that the initial sketch 
of the Redanıan camp depicts an entirely 
different system and order than the one 
used by the Nilfgaardians The tents here 
arent place separately m orderly rows 
and most were not put up using parts of 
the ruins This combination underlies 
the different character of two different 
cultures 


Some of the buildings m Loc Muinne 
were built by the elves Their construction 
and appearance are based on the classical 
style of Greek and Roman architecture 
A huge amphitheatre 1s one of the more 
important locations m. the city This 
ancient building becomes the mam arena 
for the events that will shape the future 
fate of that world 

When we discussed how the location 
ofthe Loc Mumne debate could look like, 


we had this idea almost immediately 
The serrucircular arena surrounded by 
rows of stone benches ıs the ideal setting 
for the culmmation planned for the 
games final Act 
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Placeables are elements used as loca 
tion decorations m game Too big to 
be picked up they re immobile props 
Stalls wagons tables statues tubs beds 
lanterns fences obelisks - allofthem fit 
intothis category We present only part 
ofthe hundreds created for the game on. 
the following pages 
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THE WITCHER 


The stranger геме еч tor the cast um h eher agn and 
produced aw иті medalhon on a silver chain А wolf's head 
with bared tanq» was перне ted eon dhe redii 

You have з name? You can give any, [m ni» ситез, MI make 
Malin easier 

My name ts Geralt 

rt Willits 20 Rina а> Upresume by your drt? 

CY Rina 


Andrzej Sapkowski The Witcher 


Geralt of Rivia 


Creating Ge1alt's character foı The Witcher2 Assassins of Kings 
was a challenge as difficult as ıt was foi the fust game though for 
slightly different 1easons We weie designing him from the sciatch 
back then and we had to tise up tothe expectations of fans of 
the novels Now howeve1i oui glaphıc artists faced a new chal 
lenge - designing the main character s appeaiance using the new 
giaphicalengine and all of ts new possibilities 

Woik on the witchei s appeaiance had to be done fiom sciatch 
Gelalts face iom the previous game was oul basis His new 
appealance was to be linked to the o11ginal but would also use 
the full potential of the new engine 

Certan physical tiaits of a peison can 1eflect that peison s pel 
sonality With a distmctive nose and forehead curvatuie, as well 
as the mouth and chin anangemert we managed to give Gelalt 
a certain predatory lock Things inseparably associated with 
the witchel s appearance such as the scaı on his face o1 yellow 
eyes with cat pupils wele obviously 1etamed though Geralt now 
spots a new haucut The tied haıe ıs more practical since її wont 
get in the way m combat 

In several scenes we also have the chance to admure the scars 
coveung Geralt s body Its obvious at fust sight that oui helo has 
experienced a lot and his piofession is not the safest one 
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During ms journey, Geralt will have 
a chance to wear various armors 
Hell he able to bury, loot or craft зоте 
ofthe, often using quite exotic mate 
rials inthe last case When designing 
them, we focused on tealismand 
functionality Buckles have Шеш role 


of fasterang and supporting equip- 
ment The wolf's head атола, the 
mark of the watchers guild 1s worm. 
ma visible place We decided on 

the radical step of placing the sword 
halts onthe sarne sde of Geralts head 


The asymmetry adds dynamism 

to Geral’ profile, and t eluminates 
the problem of animations looking 
ridiculous with the character drawing 
a weapon over Тин own left shoulder 
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Thanks to our graphic artists hard work about thirty different sets of armor differing 
in both appearance and statistics were created Most of them are strictly tied to phases 
ofthe story and the factions the witcher decides to cooperate with This way the heros 
appearance will depend on the players decisions and accomplishments The following 
pages contain a composition of armor elements available to the witcher 


A CHARACTERS THE WITCHER 


The witcher s steel swords are designed 
to be "weapons for humans Our hero 
will have a chance to use several dozen. 
various types In game We present several 
chosen models here 
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The silver swords are used for fighting 
monsters They re distinct from the steel 
swords because of their slightly curved 
crossguard and more delicately con 
structed blades 


A CHARACTERS THE WITCHER 


ALCHEMY 


As ш the first game alchemy 15 a 
very important part of Witcher 2 and 
work on the appearance of Geralt s port 
able alchemical set took us some time 
The illustrations shown here depict differ 
ent variants of portable alembics which 
are an element of this part of witcher 
equipment This device allows our hero 
to brew potions that enhance his combat 
effectiveness 
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A CHARACTERS | MAIN CHARACTERS 


A sim man was hang by its side, delca- 
tely nudging the cords of a tute His eyes 
were covered by a fancy hat the color of. 
a plum, adorned with a silver buckle and 
a long, nervous, heron feather 

Geralt knew the hat and the feather 
Both were famous from the Buma to 

the Yaruga, known at courts, keeps, 

uma, taverns and brothels Especially at 
the brothels 


Andrzej Sapkowskı, The Bounds of 
Possibility 
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Dandelion 


The witcher s companion, Dandelion or more precisely 
viscount Julian Parikratz de Lettenhove 1s a famous trouba 
dour but also a fop a womanizer and a dandy When making 
the character s model, our artists had no problem with visual 
wing him Dandelions appearance. as usual speaks for itself 

Some instantly recogruzable elements of Dandelions 
appearance such as gaudy ornate clothes were already 
present during our work on the first part of the game 
Now they were ennched with a few more details among 
them the distinctive plumed hat with a long feather 

Dandelions clothes were to correspond with this characters 
personality — that of a travelling bard Itconsists of clothing 
and accessories inspired by fashion from the tum of the 15th. 
and 16th centuries 

Even though the Dandelion described m the novels wears 
no beard we decided to add a detail im the form of a neatly 
trımmed beard This element gives the characters features 
some coherence and allows usto emphasize his care for 
external appearance 
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Triss Merigold 


Sorceress Triss Merigold Geralt s frend and former lover 1s one of the most 
important supporting characters in The Witcher 2 Assassins of Kings 
She accompanies our hero during hıstravels and the choices the player will 
make concerning her will heavily influence the story 
If Triss Mangold couldnt be my girlfriend. Id like her to at least be my 
sister — this phrase may be humorous but it still gives a good impression of 
the effect we wanted to get when working on the sorceress new appearance 
Tnss s appearance changed the most of all characters we met inthe first game 
Her new clothes were to be equally elegant functional and comfortable for 
ы traveling We based them on a 15th century doublet Its skin tight cut under 
lunes the sorceress shapely figure perfectly especially when coupled with. 
trousers and high topped boots The male clothing fingerless leather gloves 
and pinned up hair make her stand out among other women and turn her 
into а tomboy 
Tnss personality has changed too She s no longer the girl from the novels 
known to “giggle like a flapper Now shesa decisive brave woman 
She knows what she wants and she wont hesitate to take risks ır order to get 
it Her new appearance 1s also a reflection of this change One can openly 
admıt that Triss grew up and 18 more mature though she has lost none of her 
personal charmand grace 
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- Таяз. — she mumbled 

Teleport us out of here) 

- No, Yennefer — Tres voice was calm 
And very cold 

- They'll kul us. 

- No, Yennefer Y won't run 1 won't Fade 
behind the Lodge's skut And have no 
fear, F won't faint fram fear kke at Sodden 
Pit break it ti myself I already did! 


Andrzej Sapkowskı, The Lady of the Lake 
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Thé one at the front didnt carry 
anything He had a small axe at Fus 
bett, and a long sword at hus back, 
in a scabbard covered in the skirt of 
tabby cats A green, wet and ruffed 
parrot sat on fus shoulder He was 
the one to hail them. 

- Greetings! — He hollered, stopping 
m the middle ofthe road with pis 
arms akimbo - Yd prefer to meet 

a wolf than a тапап a forest in 
these times, and even then I'd rather 
greet hum with a crossbew bolt 

than wath a good word! But these 
welcoming others with singu, 
those witroducarg themselves witht 
mus, are clearly stout fellows! 

Or stout lasses, begging the far 
lady's forgiveness! Greetings! 

Em Zoltan Chivay. 


Andrzej Sapkowski, Baptism of Fire 
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= Zoltan Chivay 


The dwarf Zoltan Chivay 1s Geralt s cordial fnend from 
the time even before the events ofthe first game The short 
sturdy dwarf kept his appearance from the previous game 
though of course hus model was built from scratch using our 
new graphics engme 

Though our artists had no doubts asto how Zoltan would 
look in this part of the game the final model was created only 
after the anatomy and proportions of the dwarven race were 
redesigned With that basis Chivay was given his face and 
distinctive haircut As a veteran of the Battle of Brenna Zoltan 
also kept the multary' element of his clothing thatis а worn 
out gambıson 

According to the literary original Zoltan was armed with 
a sword: so we decided to go with that giving him exactly 
that weapon Its certainly a departure from the stereotypical 
image of a dwarfusing an axe or a hammer 


13 


A CHARACTERS MAIN CHARACTERS 


Vemonis an 
experienced soldier 
who tarely parts 
with has arms 
His main weapon 
15 atwo handed 
sword though 
he also carnes a 
heavy mace and 
abacksword Thus 
selection of arms 1$ 
quate different than. 
that used by Geralt 
Unlike the witcher, 
Roche prefers to 
fight with less 
finesse but mote 
brutally 
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Vernon Roche 


Vernon Roche Commander of the Blue Stripes - King Foltest s 
special forces - 15 one of the most important characters m. 
the game Depending on the players choices he and Geralt may 
stand side by side 

Vernon 1s a common man elevated to his rank by 
the Temenan king himself At first sight he doesn t look like 
a veteran of years of fighting nonhumans His clothes ~ a chap 
erone and an overcoat - remind us instead of a merchant or 
burgher However coupling this attire with his face and his 
rough unyielding personality showcases the contrast we aimed 
at Though Roche wears а mail beneath hus clothes he doesnt 
really need to be clad m steel to mspire respect with his appear 
ante alone Suffice to say that those who dısmuss him make a big 
mustake Vernon s rank and position are signified by the Blue 
Stripes nsigria he wears as well as by the medallion bearing 
the crest of the langdom he serves with has full devotion and 
complete dedication The words For King and Temeria become 
a true oath in his mouth. 


- Judging by that cockade, 
youre tr king Demavend's 
special forces? 

Yes, my lady 
- Your rank? 
~ Captaın 
= Excellent f ..] Demavend's 
army as [can now ascertur 
to my satisfaction, finally 
grew a habit of handing out 
officers patents to soldiers 
wth balls 


GUERRE rae 


Andrzej Sapkowsk., 
Time of Dedan 


wren 


115 


Y. CHARACTERS | MAIN CHARACTERS 


116 


Only one eif. a Sema'tael 
from lorveth's routed urat 
recently heavily tortured ir 
the Laundry, wascalm and 
collected, busily inscribing. 
"Freedom or death” on 
the traber wall 


Andrzej Sapkowskı, 
Bapüsm of Fue 


Jorveth 


Iorveth 15 a character created from scratch for 
the second witcher game s story There are precious 
few references to the elf of that name inthe novels 
These inspired us to expand him into a fully 
fledged character 

We wanted lorveth to be a person equally capable 
as anadversary and as an ally The cooperation 
between artists and designers allowed us to achieve 
the desired effect 

Iorveth 15 the commander of one of the last elven 
units that still £ght humans The elf s once beautr 
ful face ıs now cruelly scarred - that ıs the price he 
paid for hus determination The Aen Seidhe a pride 
makes him conceal the scars so he covers part of 
his face with a cowl His clothes are a mıxture of 
human and elven garments typical of the Scola tael 
guerillas One detail that stands out 15 a collection 
of badges from the special forces that human king 
doms recruit to fight nonhumans Their owners 
had the misfortune of running into Iorveth. and 
he only lacks Vernon Roche s badge to make 
the collection complete 


| | ! | lorveth s weapon 15 a real 
masterpiece of elyen handiwork 
The bow s slender double limbs 
are powerful enough to launch 
anarrow that will pierce mail 
armor like a linen shirt Its 
a combination of elegance and 
murderous efficiency a fact 
many an unlucky dh omne 
would attest to 1f they still could 
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Dethmold 


Dethmold of Ban Ard 13 a sorcerer for whorn any and all ethical 
and moral norms have ceased to exist Since his brother died ın 
the incident at Thanedd Dethmold changed alot And not for the 
better He wont hesitate to follow any means to his ends treatmg 
others like tools and trampling more than one corpse on his way 

The above illustrations show the process of creating this char 
acters concept art Visions of the sorcerer sometimes diverge 
from one another wildly but all have one thing in common 
= we wanted to make the character unsettling ina way He 1s 
most certainly not a nice old man that one might want to leave 
one s younger siblings with 

Dethmold зз а wind sorcerer therefore his most distinctive 
possession 18 his staff that ends in an anemoscope weathervane 
He has a sack and bottles of magical infusions on his belt We also 
couldnt omıt armor fragments worn more for aesthetic reasons 
than for protection This way the Ban Ard sorcerer fits the fashion 
style we deemed typical of his confreres 
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„Alter a while, Кена Metz returned, 
but not alone She was ассотратей 
bya ftaxen-haired sorcerer, whom was 
ıntraduced to Geralt the day before as 
Dethimotd of Ban Ard, The man cursed at 
the sight of the witcher, sfammamg his fist 
into his open palm 
- Damn! fs he the one Yennefer 18 so 
fond of? 

- Yes — said Kera - Geralt of Rıma 
The problemas, Гуё no idea how are 
Gangs with Yennefer 

Nether do I — Dettunold shrugged. 
- Either way, he's involved now He saw 
too much Take hum to Philippa, she'll 
decide Bind ham” 


Andrzej Sapkowskt, Tone of Disdain 
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But theassassin was not 
a nonce He stooped and 
also started circling, his page 
soft tke acat's Suddenly. he 


4 
jumped, whirled has sword, 4 
апа then whirled Furnselt, e «^ 
shorterang the distance ^ 
The wucher did not confront { 2 
him. Не was content with а A N ار‎ 


swift upper teva that forced 
the assassin to jump away 


Andrzej Sapkowski 
The Sword of Destiny 
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Letho 


Letho 15 witcher Geralt s main antagonistand was designed 
to be a living contradiction Muscular hands a thick neck broad 
chest and a thick brow are reminiscent of an ape but that huge 
bald man with a wrestlers build moves swiftly and gracefully like 
acat The face fitting a dumb brute shows no emotion, but that 
facade conceals a cold calculating mund 

The mysterious kıngslayer s identity remains a mystery 
through much of the game s story Its obvious he s responsible 
for the deaths of at least two rulers of the Northern Kingdoms 
He seemingly cooperates with the elves but t quickly turns out 
that the Scola tael guerillas are but tools m his hands In time. itis 
tevealed that he s following his own mysterious plans 

Letho s clothes are simple and functional The sleeve 
less leather jacket multiple belts and buckles holding reserve 
weapons and necessary equipment and above all else the sword 
wom onthe back are immediately reminiscent of witcher gear 
Letho 1s our hero s equal both ın terms of his abilities and hus 
equipment 
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Apart from his physical traits as 
descmbed ın the novels such as a hand 
some face and a noble profile we took 
Foltest s personality traits into consid 
eration when designing his appearance 
The novels paint a pictute of a strong 
independent ruler who breaks all norms 
according to his whim That descrip 
tion resulted m his current appearance 
that of a handsome middle aged man 
ın good shape His regular features are in 
harmony with hus firm determined air 
and slightly wry mouth 

The front of the monarch s rich attire 18 
adorned with a heraldic shield A keen eye 
will recognize more than just Temenan 
les - the cross moline of Brugge and 
the coats of arms of all other domains 
under Foltest s royal rule are on display 


Henselt the kmg of Kaedwen 15 
a massive bearded man with the appear 
ance of a robber Greedy and violent he 
has always been a problem for his neigh 
bors He once colluded with Nilfgaard to 
satisfy his terntonal ambitions. and he 
would surely do so agam 1f ıt would bring 
ham any benefits His hatred for the non. 
humans ıs widely known 

When designing this character we 
wanted to convey such personality traits 
as boisterousness and intransigence 
Apart from his huge frame the small 
piercing eyes and furrowed brow are his 
most distinctive features These convey 
Tus violent obstinate disposition 
The enclosed crown of a sovereign ruler 
reflects his attitude to ruling Henselt 
definitely doesn t like others to tell him 
what todo 


4441 


A CHARACTERS COMMONERS 


locals and wi «tors alie» were tor 
the mest part oue ugueni by үн voten 
typical V. thee nation: r profession 
Кез pes t hie rere bra pres pitar teles wh 
dwarves bout prices of grads and toast 
ишегем fess rem pes Cables rni Pants pin 
ched the arses et the girl distnburung ale 
and cabbage with pea Len al idiots que 
fended со be well informed The gui umd 
ds loe irae Ires fio hose with money 
Ard dis dete? Diae pride at t at (ne sare 
ате Drives and fishermet drank as ul 
a ban on prewing hop was to he rued 
(отуу гом Sadors sang à song prating 
U nese wave Due avery e c aphamim 
and the grac of mennads focusing on 
thee atten witty rear deta? 


Andre Sapkowshi The Lesser Evid 
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The vast majority of people Geralt meets are simple com 
moners Craftsmen merchants scholars whores fishermen 
innkeepers children — the folk of towns and settlements of 
the Northern Kingdoms usually busy with their day to day 
affairs This sectionis about them 

The background characters are an important element 
of every fictional world — they make 1t more believable 
and colorful by living out their lives beside the main story 
We made tried to make them as diverse as possible Thanks to 
modular building of characters based on different clothing 
elements we achieved a wide vanety of different classes pro 
fessions genders and ages 


Attention to realismand details of 
appearance was as important to the 
design of background characters as ıt was 
inthe design of other elements of the envi 
ronment Details such as a bag a pouch 
a ladle at the belt а кпе a mug ora key 
ming make the character look less generic 
and more natural - we can suggest that he 
or she doesnt carry these items for show 
but that they re important for his or her 
occupation or profession We wanted the 
streets m The Witcher 2 to be full of real 
people not out of context extras" ın their 
medieval Sunday best 


The prests were created as a separate background group 
We attempted to attain the appearance of a clergyman without 
suggesting any specific religion These illustrations depict 
the work s final appearance as well as initial sketches of faces 
and clothing details 


Д CHARACTERS COURTESANS 


Whores strumpets courtesans, 
women of negotiable affection” - whatever 
one might callthem, the representatives of 
this profession are an element of the game 
world Though the initial sketches can be at 
times quite different from their final appear 
ance ingame looking at the ideas that were 
the basis of the final look might be worth 
your while Hair cut short and clotheste 
vealmg legs are something ofa call sign 
of this profession Details such as Jewelry 
tattoos or garters complete the image 
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Sorcerers and sorceresses are an inher- 
ent element of most fantasy worlds. They 
play a special part in the Witcher universe, 
as they're a powerful faction that influ- 
ences the politics and status quo of the 
Northern Kingdoms. We wanted to make 
prominent, distinctive sorcerer perso- 
nas. They were supposed to look a bit 
eccentric, but also to command respect, 
Bands, trimming and scrolls covered in 
magical symbols signify their status and 
profession. 


Sorceresses are more eager to use 
their powers and abilities in order to slow 
down the aging process and to emphasize 
their beauty, so most look no older than 
thirty-something. Their clothes, which 
are a variant of courtly attire, are both 
fashionable and provocative at the same 
time. We can see some versions on the 
neighboring page. Sorcerers wear armor 
elements, such as epaulettes or gloves, 
mainly as decoration. These still serve to 
underline the aggressive and destructive 
aspects of the powers they wield, just as 
mundane weapons do. 
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Working onthe dwarves appear 
ance was not a huge problem 

Our artists made a satisfactory 
image of the race very quickly 
providing us with a solid basis for 
further work They focused on ade 
quate proportions and physiognomy 
first and foremost The aim was to 
create believable dwarves a de facto 
separate species and not simply short 
bearded humans The effects can be 
seen onthe m game graphics found 
onthe neighboring page 


CHARACTERS NONHUMANS 
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The assimulated elves are the ones that 
chose or were forced to live among humans 
by various circumstances Therefore they 
often meet with disdain of their prouder kin 
and open hostility and intolerance of their 
new neighbors Despite that its the only 
alternative for many Thei clothes depend 
on their profession or social position, but its 
usually a mix of their indigenous clothes with 
elements of human clothing This distinctive 
style gave us a lot of leeway when detaling 
their final image 
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The world created by Andrzej 
_ Sapkowsk115 still inhabited by small 
groups ofthe Aen Seidhe - proud pure 
blood elves who still practice the customs 
and traditions of their people 

Before we began work on the appear 
ance of assimilated elves living among 
humans we created numerous concept 
drawings depicting this race s image ın its 
ongmal pure form 

The sketches and drawings depicted on 
these pages represent but a small fraction 
of all the projects our graphic artists made 
before the final mage of the classical 
elven culture was created This image 
then served as the basis for other groups 
and factions associated with that race 
All the work done for this part of the game 
would fill another album 


A CHARACTERS NONHUMANS 


The $cola tael or the Squirrels, 18 
the overall name for all nonhuman 
freedom fighters These illustrations 
depict the elves fighting m their ranks 


The guerrilla Scola tael often lack equip 
ment food and weapons We felt it logical 
that they would sometimes haye to use 
elements of armor and clothing captured 
durmg attacks on, human caravans or 
simply looted from the corpses of van 
quished enemies We supplemented this 
idea by adding trophies inthe form of 
masks worn by the worst of their sworn 
enemies - the Blue Stripes the Temenan 
special forces Squirrel tails worn as 
decoration ате another interesting detail 
— the Scola tael owe their name to them 
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The class age provenance height corpulence or 
nationality do not matter Whether because of neces 
sity or lifestyle preferences they are all connected by 
their warrior profession The witcher will meet many 
warriors during his Journey from steel clad knights 
of the order through simple men at arms to bandits 
and marauders They can become either his mortal 
enemies or faithful allies 


During work on the warriors equipment our 
graphic artists used both scientific publications as 
well as historical accounts - paintings. etchings 
drawings and fencing treaties They made sure that 
every faction or military formation would have a set 
of details based on their provenance and trammg 
that would distinguish them from other groups 


The color illustration on the neighboring 
page depicts the design of the arms and armor of 
Adam Pangratt s mercenaries These profession 
als have earned their reputation as deadly oppo 
nents Ifthe pay 15 decent they fear nether man 
nor monster nor witcher 


The illustrations above depict a gallery of bandit 
characters Modular character design allowed us 
to create colorful varied figures in this case too 
The randomly chosen parts of armor equipment 
and headgear from various classes and profes 
sions as well as the diversified weapons give 
them a tagged appearance 
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A CHARACTERS FRACTIONS 


Kaedwenisa kingdom ın the northeast largely covered in 
thick forests Compared to Redama and Temena its a bit out 
of the way so when we were designing warriors halling from 
there we decided to stress certam rusticness in their appearance 
The Kaedweri soldiers are armed with heavy axes and maces 
and their helmets are based on early kettle hats Because of the 
colder chmate of their land they dress warmer than their south 
western counterparts - the tunes with the unicorn coat of arms 
are supplemented with heavy furs placed on their shoulders 
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The Kaedweni knights also 
follow the same concept 
Thex equipment including 
the basinet helmets ıs histor: 
cally 100 years older than the 
Temenan equipment They also 
dress warmer and details such 
as belt fittings and armor decor 
inthe shape of oaken leafs make 
them stand out when compared 
to the krughts of other factions 


The equipment of Temenan knights 1s based on 15th century armor 
Plate armor 15 worn over thick gambisons and the breastplates of Foltest s 
men are adorned with distinctive Wies 
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The Blue Stripes are an elite Temenan 
special forces unit Created to fight 
the Scola tael they proved their worth 
many times even ın other situations 
They tetough veterans armed to the teeth. 
— the best of the best 


Work on their appearance began with 
simple concept sketches and designing 
their overall appearance The Illustrations 
visible here depict various stages of the 
process The black and white sketches 
concentrate on equipment and weapons 
Though they're not nearly as armored as 
knights they re more mobile and versatile 
thanthem As Foltest в most trusted men 
the Blue Stripes have access to practically 
any equipment they need to complete 
their missions The combmation of all 
these traits resulted in an equivalent of 
а modernantı terrorist umt 
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H yuu wouid alloy nm buly and get Менен fun elt 
too батат (1 those present entered Shiland Erer oesterlen? 
Witte, it tone mening (hat (he amissio є emsrder his teat 
words tu be extremely important ft you would allow me lady 
ата gentlemen [shall tesa the corners o che ande nerie 
1 recerved from He Imperial Highness Endy: var Emran bv 
the Great Sym асе the Empero ot Nilfquand 
Mino Net agan Pensive grills eth aid Diir 
miply garned b did not escape Shilard y aennon for rt 
vol oot 
Tle ri «ex hung headnited Therefore | will summanze tt 
estes о resting n He. Пе ipee Hrghmess ea pareve. тент 
pleasure on how the negutumons proceed and as a man or 
ремен! iirspasition hel apply Welcomes the empres 
and reconcdracons achieved. Hrs Imperial Highness wishes 
Me зеден тты ta progres d eid der uration! bereft 


Andrzej Sapkowski Phe Lady ot the | ake 
The appearance of the emissanes from the Niligaardian Empire 


m the game allowed us to introduce a plethora of colorful charac 
ters that stand out from the rnhabitants of the North 
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Work on the final appearance of 
the Niligaardian soldiers took some time 
We obviously started with colors — black 
clothes golden ornaments and the symbol 
ofthe sun The sketches clearly show that 
we had some very exotic concepts for 
the armor and equipment 


We finally decided on armament 
that stylistically resembled the early 
Renaissance We focused on creating 
the soldiers of an evilempire looking 
like a representational company 
Elements such as high topped boots 
allowed us to optically slendenze 
their profiles The final element con. 
trbuting to that effect 1s the form of 
the Nilfgaardian helmets similar to 
German helmets from the first half 
of the 20th century crowned with. 
the black wmgs of predatory birds 


Shilatd Fitz Oesterlen the Emperors emissary was sup 
posed to look like a diplomat with years of experience at first 
sight The concept sketches above show the initial designs of 
thus character 

The black and gold clothes of the Nilfgaardian emis- 
вату follow the Imperial fashion The rings the cane and 
the medallion with the symbol of the sun sigrufy has status 
and function The ornate armored glove on his nght hand 
15 a velled threat ın a way — ıt symbolizes the Imperial might 
that he represents This older man weats a mask of courtesy 
on his face but in reality Shilard is a consummate politician 
playing his cards like a true master He sa completely different 
kind of opponent - embodying not personal armed power but 
the strength of a truly Machiaveluan mind 
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The Kayran, known as the Old Man by 
the people of Flotsam 1s a river monster 
related to the aeschna Its hard totell 
whether it 1s a separate species ot a 
singular specimen with a unique muta 
tion It dwells m the depths of the Pontar 
where it can remam hidden despite its 
monstrous size It consumes nearly eve 
тупо that falls into its maw The Old 
Man hunts its victims while hidden 
beneath the surface pulling cows horses 
orunwary drunk sailors from the wharf or 
the decks of passing punts 

The Kayrans anatomy contams ele 
ments typical to both crustaceans and 
cephalopods Its elongated thorax 18 
hidden beneath a knobby chitin carapace 


and three pairs of limbs facilitate its 
movement on the riverbed Its long thick 
tentacles allow ıt to capture prey and carry 
ıt to its toothed maw At the same time 
however they're one of its weak spots 
Unlike the thorax, they're not covered by 
ıtshard shell making them vulnerable to 
attack Luckily there ате no creatures in 
its natural ecosystem that could threaten 
the monster ın any way The Old Man is 
at the top of the food cham m this section 
of the Pontar One would need more than 
a sharp sword to deal with this monstros 
ity - those who would hunt 1t without 
proper preparation and abilities would 
simply become its next meals 
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The Kayran 15 the main monster that Geralt fights m the first 
act It ıs based on the aeschna from the novels. which the witcher 
faced on ће Temerian Redanıan border along the Pontar near 
Oxenfurt As we worked on it however, the monster s appear 
ance became unique and is size became immense Therefore 
we decided to make ıt a new creature firmly rooted in the local 
folklore of this part of the world 


These ıllustrations feature various 
phases of work on the Draugs final 
appearance Before the final version. 
was selected many concepts were enter 
tained especially concerning its head 
These included huge fancy steelhelms 
adomed with shattered homs a wrought 
mask a fantastical creature s skull a brass 
bell hovering above ıt and even a com. 
pletely headless shape where the head 
18 replaced by a crooked beam with a huge 
carrion bird sitting on it 
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The first sketches had the Draug taking 
the shape of a ghastly warrior atop an. 
equally monstrous mount made up of 
the bones armor and corpses of the fallen 
We ultimately went with another version, 
one less evocative of a wight and more of 
a personification of the battlefield itself f 
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When we decided to introduce 
a dragon we knew perfectly well that 
creating this creature would be one of 
our greatest challenges ın the entire game 
Unlike the Kayran or the Draug which. 
we could create eryoying a lot of leeway 
elements of a dragons appearance ate 
very strongly tied to the canon of fantasy 
Onone hand we wanted to rise up to 
the gamers expectations regarding such 
an epic monster On the other we didnt 
want to propagate stereotypes or cliches 
Tutto develop our own, original vision of 
а dragon, worthy of the spot it occupies 
inthe story 


HM MONSTERS | DRAGON 


The work. of course. began with a series 
of concept sketches Determining the 
reptile s final appearance meant we had 

to prepare a wide selection oftest draw- 
ings At this stage we attempted to create 
as many different visions as possible ın 
order to choose the one we found to be 
most suggestive The presented illustra 
tions are but a fraction of the results of our 
efforts but they still show the distance we 
covered before we had the effect we were 
going for 
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Despite its huge size with its massive shoulders and wide 
chest the dragon 18 not a languid giant These have an апа 
tomucaljustihcation too — here the muscles moving the wings 
during füght are attached The creatures torso 1s despite all 
appearances quite slender and slightly thinner at the waist 
The combination of these traits brings a greyhound s slim shape 
tomund The head placed on a muscular neck 1s adorned with. 
a pair of short horns and the wide jaws are filled with pointed 
teeth The dragon is a ternfying opponent fully deserving ts 
fearsome reputation 
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Elemental 


Sorcerers explained Ктерр draw ther: power fron: natural lones эг, more precisely, the su called Four 
Klemens or Roots Ar Water Cine apnd anh Enh element tues s own Parmensi aded a Plane in the oor 
tere" argot So usce is a Ple ея Alder a Ране ot are and so om Diese Dunes, pites rabile odi are 
mbhabrtod by creatures called gemes 


Andrzej Sapkowaki. The Last Wish 


Just as genues are the native inhabitants of given bludgeorung maces bristling with splinters of 
the elemental planes elementals are lesser creatures wood - they are used to smash and crush anything in 
born of the magic drawn from one of the Elements its way The elemental s head and fists are wrapped ın 
They are radically different ın appearance and size bands covered m magical symbols and arcane signs 


When properly controlled they re completely obedı These animate ts body and make ıt unfailingly obedı 
ent to their owners will Powerful magic 1s necessary ent to its mistress 
to create one, therefore they re usually only created by 
experienced sorcerers Most often they are employed 
for tasks that do not require finesse but brute strength 
alone They're excellent as guardians of important 
items or places ready to kill either all intruders orjust 
those who they were told to They know no pain, they 
do not tire they do not sleep they show no mercy or 
fear they are unflinchingly loyal and never demand 
raises - m à word they re ideal servants 

The elemental ın Philippa Ellhart s laboratory 
was certamly not made with gardening or dusting 
ınmınd Made of clay and wooden beams it's not 
the epitome of finesse but its mughty arms command 
great strength Instead of prehensile hands 1t was 
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Dre [rst est restar Ond «an be barred fiv resido is quite feng 1 s opened by or рое 
nt savagedogs a plague quite common in wartime Yous an tim upre what such des 
тезле Halt the ун rms ans bed (ac hat meistens iain reality the work of 


Packs et. vage backyard nuitts 
So yon rule тото out 


Not жай [tec uid have been a staga a harpy, a granat 


Andrzej Sapkowski Baptsnict Fre 


The harpy 1s a winged humanoid Its as laige 
ава man but ts wingspan stietches sevezal yaıds 
Its body 1s a mockery of human appeaiance - win 
kled skin, sagging bieasts and an ovalhead covered 
ınthın long hau make it 1esemble an old woman 
from one angle and a carnon bud such as a vulture 
ота condoı flom another The front of the face has 
a bony beak which the harpy uses to rend its preys 
flesh and to crush bones to get to the matiow It also 
uses its prehensile front umbs to that end Both its 
hands and its feet end m sharp talons 

These creatures ale known foi then telepathic 
abilities They can penetiate a victims mind and 
steal із dreams Their talons and wings ale equally 
dangeious The forme: are used to shred opponents 
to pieces the latte: to land mighty blows Harpies can 
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ghout 


create puimutive weapons and baubles fiom the bones 
of killed animals and humans They build then nests 
and laus ininaccessible places - among mountain 
peaks and тоску ravines 

When we үгезе cieating this monste1 — half human 
half bird — we wanted to make it really repulsive 
The nearly hanless body and dıoopıng skin should 
1emund people of canion buds One sketch includes 
seyeialvauations of the harpys head The atiophy 
of its eyes 1s a 1esult of the monste1 depending omits 
scent and psychic abilities to locate its victim 


Jf, MONSTERS | OTHERS 


Nekker 


Claws scratched on the beams to the left and another monster suddenly jumped from beneath the bndge 
The others ran forth in amazing leaps The stranger turned in place, his sword, unsheathed gods know when, 
flashed The head of the creature climbing the bridge was catapulted two yards into the arr, trailing blood 
The white hatred man jumped into the midst of the other creatures, swirled, hacking swiftly left and right 
The monsters, falling their arms and howling, lunged at him from all sides, not carıng for the luminous blade 


cutting them like a razor 
Andrzej Sapkowski, Something more 


The creation of the nekker was Inspired by the 
creatures that Geralt fought ın one of Sapkowski's 
shortstories The scene featuring the fight against 
the misshapen horde of murderous midgets was so 
expressive that we began working on the appearance 
of a new opponent The nekker 1s the final effect, and 
though It's somewhat different from the monsters 
from the literary original, it certainly 1s their worthy 
successor 

Nekkers are small, humanoid creatures that live in 
forests There, according to rumor, they dig under 
ground tunnels which they use to move about swiftly 
and efficiently Stooping humanoids with long upper 
limbs that stretch almost to the ground and end with 
sharp claws, they resemble misshapen, deformed 
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children Their hairless heads tucked onto the torsos 
make them look comical, but this 1s countered by 
their toothed maws 

Despite their small size, nekkers should not be 
underestimated They're mortally dangerous because 
they hunt in packs Though one nekker 1s a meager 
opponent at best, a large group 1s a terrifying killing 
machine that 1s constantly hungry Many unwary 
travelers of woods and forests have become victims 
of their appetite 
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Jf MONSTERS | OTHERS 


Troll 


Une day, | nde up and what do | see? A bridge And under that bridge sits a troll and demands every passerby 
Pave inn Those who renise Rave 3 ley injured somenmes bo So [goto the alderman „How much will voa 
quee re бо uir Coll?" Не amazed What are улы tang ada? he asks. Who wil repair the ренде the trolls 
not there? He repaus i regularly with the sweat of Ins brow solid wink first rave ft cheaper to pav his toil * 


Andrzej Sapkowski The Votce of Reason 


After years of living near human abodes and some 
level oí coexistence its difficult to clearly classify 
trolls as monsters Its an intelligent race (though one 
should not count on a high leyel of that intelligence) 
that can be reasoned with Trolls are good craftsmen 
especially when 1t comes to wooden construction. 
= a troll lying under a bridge and collecting tolls for 
crossing itis nearly proverbial One must keep in 
rund however that above all else trolls are huge not 
very bright brutes Trolls form a famıly with a single 
partner similar to marriages and their family life 
often resembles that of humans. with all its bnght and 
dark moments 

As they have lived near humans for so long trolls 
have adopted some of their customs like the use of 
primitive clothes They re also familar with jewelry 
though ts not certain if they properly understand 
the function and meaning ofthe items they use as 
such Still a wagon wheel worn around the neck 
a lantern or armor elements seem to fit their aesthetic 
tastes Their superior size allows them to use large 
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sacks or barrels as small pouches and contamers 
The illustrations present a gallery of troll figures 
along with the uses they found for abandoned 
acquired or stolen items produced by their smaller 
neighbors 

We wanted The Witcher trolls to be different 
than the stereotypical image ofthe species widely 
popularized by games and films As you can see the 
final concept is far removed from the mutual sketches 
The squat body long hands and short legs still make 
ıt musshapen and grotesque however we decided that 
an inversion of proportions was ın order The trolls 
overgrown head 1s firmly placed onthe torso thus it 
seems the creature has no neck The appearance and 
singular traits of individual specimens differ as can 
be clearly seen from the above combinations 
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Jf MONSTERS | OTHERS 


Rotfiend 


Geralt pointed out the last hanged man, who, though dangled high, had bloody stumps gashed with claws 


and with visible bones - Look It's the work of ghouls 


- Wraiths? - Zoltan Chivay stepped back and spat 
- Necrophages? 


Andrzej Sapkowski, Baptism of Fire 


Rotfiends are the distant relatives of ghouls, 
members of the broad family of necrophages 
— creatures feeding on human and animal corpses 
When making this creature, our graphic artists had 
alot of leeway to give 1t as disgusting a presence as 
possible They achieved it by combining an ana- 
tomically nearly human appearance with disgusting 
deformities 

The rotfiend's head draws attention immediately 
Its eyes disappear in folds of white, dough -lıke flesh 
Its maw 1s a gaping hole filled with crooked yellow 
teeth The back of its skull, covered with outgrowths, 
1s swollen with the gases gathering inside The crea- 


ture's frame resembles a lean humanoid, but that's all 


ıt has in common with any living creature The rot- 
fiend's body 1s almost skinless, revealing knots of 
muscles These grant it dexterity and agility, its main 
combat assets The front of 1ts chest ıs adorned with 
sharp breastbone and rib spurs 
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Just like other necrophages, the rotfiend 1s 
also a post conjunction creature, the result of 
the Conjunction of the Spheres — a magical 
cataclysm that brought new species and monsters, 
usually hostile to humans, to the Witcher universe 
The rotfiend doesn't have an ecological niche, so one 
doesn't disturb the balance of natural relationships by 
killing it 


171 


YE MONSTERS | OTHERS 


Arachas 


Because even an urchid only resembles a flower in Ysquh хотеть», and in reality rs a venomous aracha 


We? huve to keep Dandelumi en sb nt levy make wire he desit t tou da any Dun Especially sim eth 


po shai age c Cplanirs teet likes ta supplere pn Oreiro торику diet with en puece af met there Walle spouts 
nvahng the effectiveness ul arachas venom in contact with son 


Andrzej Sapkowski Bapusm ed Fire 


Before the above fmal appearance of the arachas 
was settled many other concepts of its visage were 
created The Polish name crabspider was our 
main inspiration mainly things associated with. 
the animals it s composed of We knew fromthe 
beginning that the creature would be an overgrown. 
hybnd of both arthropods Its camouflage abilities 
and the symbiosis that real-life hermit crabs share 
with sea anemones Inspired our artists to make it 
similar to that creature The predator s uneven armor 
provides its thorax and forelimbs with ample protec 
tion but the monsters vulnerable abdomen requires 
additional protection The specimen guarding the 
entrance to Iorveth s hideout covers its hindquarters 
ima huge shell 

Only a few casual notes about the creature can be 
found onthe pages of Andrzej Sapkowskis novels 
What does a creature that ıs a hybrid of a crustacean 
and an arachnid lock like? Why 1s ıt called what ıt 1s? 
On one hand the lack of a more detailed description: 


made our work more difficult but on the other 

the artists designing the creature had more leeway 
The illustrations of the evolution of its appearance 
prove that as do the various versions of individual 
specimens The forest vanants are especially 
interesting as the creature uses either a tree trunk 
ота huge pinecone - with the latter helping its carn 
ouflage and mimicry Thanks to such camouflage, 
the arachas 1s able to blend with its surroundings 
perfectly and await clueless victims 
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` ğ "A gazebo, warmth, N smell of flowers, and the елу, 


monotonous buzzmng of рёв», He Tumseif, om as knees, andi 

á тозе {ө an ashen-hatred woran Ark в were scatlered * 

about from beneath a tuft golden ewclet The fingers of the hand 

that took the rose from His hard were adorned with nngs witht) 

emeralds, huge green cabochons е | 
Sturn here — says the woman - Retum here, should you | | 

your rand Your destiny vall await Ё | 


| 
{ 


lEribver returned, he thought f never returned there. 0 
Tevez retired to. Where? 
i^ 
f indrzej Sapkowsta, The Sword of Destiny 
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MR FLASHBACKS 


The players decisions and choices have 
consequences for their story Helping 
Vernon or allyıng with Ioryeth defending 
Vergen reheving the Scola tael - these 
events are recalled through retrospections 
— partly anımated drawings illustrat 
ingimportart moments and the story s 
turung points 

These drawings also depict another 
equally important element — the memo 
nes ofthe witcher s past Combined with 
the narrative they shed some light on 
certam facts that our hero himself was 
not aware of until now The combina 
tion of retrospections and memories 
completes the background of the story 
told m The Witcher 2 Assassins of Kings 
This and the following pages depict 
some of them 


PR FLASHBACKS 


Posters found on the following pages werccreatofllto promote 
the game. They depict Geralt in the context of vanods story 
elements that are essential to the next installment of the saga 
we are creating 
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